

COMMODORE INSTRUCTIONS 


OBJECTIVE 

You are a raw young recruit in a Platoon of five, deep in enemy territory. 

Unprepared for the challenges that lie ahead, realisation dawns that you must not 
only survive the physical ordeals but retain your sanity amidst the horrors and 
injustices of war. 

As the game progresses, you must overcome the hostilities in the different 
environments presented to you and ultimately survive with your sanity and morale 
intact. There are six sections in this experience, each presenting you with a more 
arduous problem. There will be casualties, as in any war, but the first casualty of 
that naive young soldier will be his innocence. 

GETTING STARTED 

Select 64 mode. Turn on the disk drive. Insert the program into the drive with the 
label facing upwards. Type LOAD”*',8,1 (RETURN). The introductory screen will 
appear and the program will then load automatically. 

The game loads in stages, and completion of each successive part is necessary 
to proceed to the next. Leave disk in the drive and follow on-screen instructions for 
prompts. 

GENERAL CONTROLS 

Usual joystick options in Port 2 for UP, DOWN, LEFT, RIGHT and FIRE. SPACE BAR 
is used to throw grenades. 

M - MUSIC ON FUNCTION 

0 - MUSIC OFF FUNCTION (SOUND EFFECTS ONLY) 

RUN/STOP - ABORT GAME 


SECTION 1 AND 2: 
JUNGLE AND VILLAGE 


You must lead your Platoon deep into the depths of the Vietnamese jungle, and 
ultimately the village. Once there, you will search the huts for useful objects and 
ultimately find a trap door in one of the huts that will lead you to an underground 
network of tunnels. 

The jungle contains many perils, such as armed patrols, booby trapped trip wires, 
assassins in trees and concealed “hides" where deadly snipers lie in wait. During your 
trek, stay vigilant for a box of explosives left by a previous platoon, as this must be 
collected before reaching the bridge, which must be blown up to prevent a large patrol 
following your platoon (and effectively wiping you all out). 

To destroy the bridge you must have the aforementioned TNT. When you cross it the 
explosive will be automatically planted. 






Food, ammunition and medical supplies left by enemy guerillas can be picked up and 
used. For best results, spread supplies equally between the soldiers in your Platoon. 
List of objectives in this section: 

1. Find explosives. 

2. Find bridge. 

3. Place explosives on bridge. 

4. Find village. 

5. Search huts for a torch and map. 

6. Find trap door. 

CONTROLS 

You control one man at a time using your joystick. 

UP - JUMP/WALK UP/ENTER HUT/EXAMINE OBJECT 

LEFT - WALK LEFT 

RIGHT - WALK RIGHT 

DOWN - DUCK/WALK DOWN/LEAVE HUT 

FIRE - SHOOT 

SPACE BAR - THROW GRENADE 

NOTE: Whether you jump or walk up when pressing UP on the joystick is determined by 
whether there is an exit above you or not. The same rule applies for pressing down. The 
EXAMINE OBJECT facility is only available when inside a hut and in front of the required 
object. 

Keys FI to F7 call up the STATUS PANEL, which allows you to examine the state of 
your platoon, and to transfer control to another soldier. This is done by pressing UP, 
DOWN and FIRE on the joystick. 

STATUS AND SCORING 

MORALE: This is a collective indication as to the state of your Platoon. Morale 
decreases every time one of your platoon is wounded and when an unarmed 
Vietnamese villager is shot. When the morale is at zero then your platoon is considered 
inactive and the game is over. Morale can be increased by collecting food and medical 
supplies. 

HITS: Every time one of the platoon is wounded, he will collect a HIT. When he has 
collected four HITS then he will die, signified on the status panel as “retired in action”. 
When all five members of the platoon are dead, the game is over. 

AMMUNITION: Number of grenades left, and rounds of ammunition left. These 
can be increased by collecting ammunition left around. 

SCORE: This is increased by removing enemy soldiers, collecting useful objects, 
and destroying the bridge as well as any traps. A large bonus is obtained when this 
section is completed, depending on the number of active members of the platoon 
left. 

HINTS AND TIPS 

• Watch out for the enemy jumping out of the trees above you, or appearing out of 
trapped doors near your feet - a well placed grenade will destroy the latter. 

• When a member of your platoon is seriously injured (i.e., two or more hits), 
transfer control to another soldier to ensure as many as possible of your platoon 
survive. 

• When you are about to pick up food or medical supplies, transfer to the member 
of your platoon most in need of them. 

• It is recommended that you map out this section in order to complete it. 


SECTION 3: TUNNEL NETWORK 


Leaving the rest of the platoon in the village, you volunteer to go down the trap 
door, whereupon you find yourself in an underground tunnel system. You already 
have a torch and a map to enable you to find your way around, as shown on the 
right hand side of the screen, and your position is indicated by an arrow pointing in 
the direction you are facing. 

Beware - The tunnels are densely populated with guerrillas who must be shot on 
sight. They usually appear from around the corners, but some of them have a 
sneaky habit of swimming through the waters of the tunnel and springing up in 
front of you ... and that knife isn’t for decoration! The tunnel also contains a 
number of rooms in which you may find valuable items, such as Red Cross boxes 
(to heal one of your “HITS”) and ammunition. It is also essential that you find two 
boxes of flares and a compass for the next section (when you enter a room you 
may be confronted by a guerrilla, or one of the boxes may be booby-trapped). 

CONTROLS 

You control your movements and that of the crosshair (gunsight) with your 
joystick. There are three control modes: 

UP - (A) Walk forward/(B & C) Move crosshair up 
LEFT - (A) Rotate left/(B & C) Move crosshair left 
RIGHT - (A) Rotate right/(B & C) Move crosshair right 
DOWN - (B & C) Move crosshair down 
FIRE - (A & B) Shoot (C) Examine object 
CONTROL MODE A 

Moving through the tunnels. When an enemy soldier appears, control changes to 
Mode B. 

CONTROL MODE B 

Moving the crosshair in the tunnels. Move it over your target and press FIRE. If you 
score a hit, control will revert back to Mode A. 

CONTROL MODE C 

When you enter a room, move the crosshair and press FIRE to examine objects. If 
needed they are automatically taken. To leave the room, press FIRE with the 
crosshair over the exit icon (bottom right). 

STATUS AND SCORING 

MORALE: This is a collective indication as to the state of your Platoon. Morale 
decreases every time you are wounded. When the morale is at zero, then your 
platoon is considered inactive and the game is over. Morale can be increased by 
collecting food and medical supplies. 

HITS: Every time you are wounded, you will collect a HIT. When you have 
collected four HITS then you will die, and the game is over. 

AMMUNITION: Rounds of ammunition left. 

SCORE: This is increased with every successful encounter with Viet Cong, upon 
finding useful objects, and finding the exit. 

HINTS AND TIPS 

• There are no villagers in this section, so everyone is assumed to be an enemy. 

• Search all rooms, and remember where booby-trapped boxes are. 




SECTION 4: THE BUNKER 


Upon finding the exit in the tunnel system, you find yourself in a foxhole. Night has 
fallen, you are tired and doubtful of the terrain and position of the enemy, so you 
decide to rest in the foxhole until confirmation comes through from base camp. 
Unfortunately, a group of guerrillas suspect your location and will have no 
hesitation in attacking. You have your machine gun and a supply of flares to light up 
the night sky in order to see the enemy silhouetted against the horizon, but be 
prudent: supplies are limited, as is the time of illumination. You must ensure that 
you do shoot each man you see, as your own muzzle flash will give away your 
position, and anyone who is left standing will find it easy to locate and kill you. 

CONTROLS 

The joystick moves the gunsight. A flare is released by placing the gun sight over 
the flare gun (bottom right) and pressing FIRE. 

UP - MOVE CROSSHAIR UP 
DOWN - MOVE CROSSHAIR DOWN 
LEFT - MOVE CROSSHAIR LEFT 
RIGHT - MOVE CROSSHAIR RIGHT 
FIRE - SHOOT 

STATUS AND SCORING 

MORALE: This is a collective indication as to the state of your platoon. Morale 
decreases every time you are wounded. When the morale is at zero, then your 
platoon is considered inactive and the game is over. 

HITS: Every time you are wounded, you will collect a HIT. When you have 
collected four HITS then you will die, and the game is over. 

AMMUNITION: Rounds of ammunition left, and number of flares left. 

SCORE: Your score is increased by shooting attackers. 

HINTS AND TIPS 

• Shoot attackers immediately. 

• Conserve ammunition and flares by sending flares up regularly, and removing 
each attacker with a short, well placed burst of gun fire - not a long, inaccurate 
barrage. 




SECTION 5: THE JUNGLE 


Having survived a harrowing and sleepless night, you go in search of Sergeant 
Elias - your platoon leader. However, you meet Sergeant Barnes who informs you 
that Elias is dead, killed in combat. Shortly after however, you see from a distance 
that Elias is in fact alive and being relentlessly pursued by guerrillas. In front of your 
very eyes you see your Sergeant mowed down in a hail of gun fire and at that 
moment a little bit more of your innocence and sanity is eroded. Pondering on the 
information given to you by Sergeant Barnes you realise that in fact he is indirectly 
responsible for the death of Elias by not aiding him. 

Before you can collect your thoughts more thoroughly you hear a crackle come 
over the radio - a transmission from the General. An air strike is planned for 
precisely 10:00 hours. That means that that section of the jungle you are in is to be 
napalmed in two minutes, as it is crawling with guerrillas. That just about gives you 
time to reach a safe area, and take cover from the airborne onslaught. You have 
been given the compass bearings of a particular safe area and you must make your 
way there immediately. 

GAME PLAY 

The compass (top right) indicates the direction that you are facing. Always head in a 
northerly direction. Each screen depicts a view of a portion of the jungle you are in. 
Run to the top of each area, avoiding the Viet Cong fire, snipers, and any other 
hazards, such as barbed wire and half buried mines. There are several routes 
through the jungle; some will enable you to make your destination in time, while 
others will not. 

CONTROLS 

Using the joystick, move your man around the obstacles, avoiding enemy fire. Take 
a left or right turn at the top of each area. 

LEFT -MOVE LEFT 

RIGHT - MOVE RIGHT 

UP - MOVE UP THE SCREEN 

DOWN - MOVE BACK DOWN THE SCREEN 

FIRE - SHOOT 

HINTS AND TIPS 

• Find out which is the quickest route and use it every time. Keep moving, as 
enemy fire is directed straight at you. 

• In order to make good time, certain screens will have to be rushed. Other, more 
difficult screens, may be negotiated after you have cleared the way of all visible 
attackers. 




SECTION 6: THE FOXHOLE 


Having reached the area you were told was safe, you find that Sergeant Barnes is in 
a foxhole. He realised your suspicions about him and Sergeant Elias, and sees this 
as an ideal opportunity to eliminate you without witnesses or any other evidence. 
Ensconsed in his foxhole, he fires his machine gun and throws grenades at you. 
With the air strike imminent and vengeance for the unfortunate Sergeant Elias 
playing on your mind, you realise there is only one sensible course of action. You 
must remove Barnes from the bunker in order to avoid the napalm. The cover that 
is afforded Barnes makes machine gun fire rather ineffective leaving you with the 
only option of a frontal assault with your grenades. You must, in fact, score five 
direct hits with your grenades into the foxhole. You will find the box of grenades at 
the start of the screen and these must be picked up immediately. 

CONTROLS 

LEFT -MOVE LEFT 

RIGHT - MOVE RIGHT 

UP - MOVE UP SCREEN 

DOWN - MOVE BACK DOWN THE SCREEN 

FIRE - THROWS GRENADE 

STATUS AND SCORING 

Your score is increased with each successful hit on Barnes’s foxhole, and with his 
final destruction should you last that long! 

HINTS AND TIPS 

Keep moving for reasons already discussed. Pick up your grenades immediately. 



LIMITED WARRANTY 

Data East USA warrants to the original purchaser only that the diskette 
provided with this manual and the software program coded on it will 
perform in accordance with the descriptions in this manual when used 
with the specified equipment, for a period of 90 days from the date of 
purchase. If the program is found defective within 90 days of 
purchase, it will be replaced. Simply return the diskette to Data East 
USA or its authorized dealer along with a dated proof of purchase. 
Replacement of the diskette, free of charge to the original purchaser 
(except for the cost of returning the diskette) is the full extent of our 
liability. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, 
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. ALL 
IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE, ARE 
LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF PURCHASE 
OF THIS PRODUCT. 

Data East USA shall not be liable for incidental and/or consequential 
damages for the breach of any express or implied warranty including 
damage to property and, to the extent permitted by law, damages for 
personal injury, even if Data East USA has been advised of the 
possibility of such damages. Some states do not allow the exclusion 
or limitation of incidental or consequential damages or limitations on 
how long an implied warranty lasts, so the above limitations or 
exclusions do not apply to you. 

This warranty shall not be applicable to the extent that any 
provision of this warranty is prohibited by any federal, state or 
municipal law which cannot be pre-empted. This warranty gives you 
specific legal rights and you may also have other rights which vary 
from state to state. 
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OBJECTIVE 

GATEWAY TO APSHAI is a one-player action-adventure. You, the heir of Apshai's 
greatest warrior, are trying to find and reclaim a safe passageway through an 
underground labyrinth to the fabled, lost Temple of Apshai. 

Your objective is to successfully complete all eight levels, scoring as many 
points as you can. You complete each level by moving your figure on the screen 
with your joystick, through a dungeon maze, fighting off monsters and avoiding 
traps, while picking up treasures in order to score points. 

At the start of the game, you have 5 lives to complete the game. You have 
approximately six and one-half minute’s time to explore as much of each level as 
you can. After six and one-half minutes, you are automatically teleported to the 
start of the next deeper level. 

GETTING STARTED 

• Set up your computer as shown in the Owner’s Manual. 

• Plug your joystick into Port#1 for Atari computers and Port #2 for 
Commodore computers. 

• Follow your computer’s standard disk loading procedure. (Commodore 
64/128. Type LOAD 8,1 and press the RETURN key unless you are 
using a Fast Load Cartridge.) 

STARTING PLAY 

Welcome to the realms of the Gateway to Apshai.The entire game is played 
using only your joystick, fire button, and three lower function keys. F3, F5 and F7. 
You move on the screen by pushing your joystick in the direction you wish to 
go.The three function keys supply various options (described under HOW TO 
USE THE FUNCTION KEYS) selected by the fire button. 

At the start of the game, the computer prompts you through two information 
screens. 


will be asked to choose which of the 16 dungeons you wish to enter on that level. 
(Shown at the bottom of the Weapon Screen.) Each of the 8 levels of the 
GATEWAY TO APSHAI has 16 dungeons. Each dungeon has approximately 
60 rooms, for a total of over 7500 different rooms for you to explore. Each of 
the 128 dungeons has a different floor plan. 

Choose your dungeon by pushing your joystick one push forward at a time. 
The screen will cycle through number 1-16. (To back up, pull down on your 
joystick.) When you have decided which dungeon to enter, press your fire button, 
and you will automatically be transported to the dungeon entrance room. The 
adjoining rooms will be invisible. Displayed across the top of the screen will be 
your current score, the level you are on, and the time you have remaining to 
explore that level which counts down as you play. 

GAME PLAY 

You are now ready to begin play. Move your joystick to start the game. Pick up 
treasures, weapons, spells, and other items by moving your warrior directly over 
the item. The item you have picked up will be briefly listed on the top of the 
game screen before being stored in 
your magical “bag”. As you pick up 
various spells, healing aids, and other 
usable items, these items will appear 
on your Supp'ies Screen. 

This screen always lists what you 
are presently carrying in your “bag”. 

(Note that Treasures do not appear 
on your Supplies Screen; but are 
converted into points and displayed 
on the Status Screen.) SUPPLIES SCREEN 

HOW TO USE THE FUNCTION KEYS 

During play you will continually use the three function keys. At the start of 
the game, the information section on the top of the game screen is blank. When 
you press a function key, you will be offered a choice of either action or 
information. Your choices will be listed one at a time, on the top of the game 
screen. When your choice is shown, hit the fire button to proceed. 


YOU ARE CARRYING: 

STUN SPELL 
BOW 

CHAIN ARMOR 
MAP 



SCORING 

You score points by picking up treasures.The types of treasurers are: necklaces, 
chests, coffers, chalices, sceptres, crowns, and plaques. The number of points 
you score is determined proportionally by what material the treasure is made 
out of, multiplied by the number of the level where you found the treasure. 

BASIC POINT VALUES OF MATERIALS 

Lead=0 Points Silver=50 Points 

Iron = 10 Points Gold = 100 Points 

Bronze = 25 Points Jeweled = 1000 Points 

You pick up treasures, or any other object, by moving your figure directly 
over the item. As soon as you pick the treasure up, its name is briefly listed, and 
the points are automatically added to your current score. 

PLAYING AGAIN 

To play GATEWAY TO APSHAI again, simply press the RESTORE (Atari = System 
Reset) key, and a new game will reboot from the beginning. 

HELPFUL HINTS 

Make a map of each dungeon’s maze for the first couple of times that you play. 
Write on the map the locations of objects, monsters, and traps. Thus, you’ll 
find what you need faster, and avoid dangers in subsequent games. 

1. MONSTERS & TRAPS: When you meet a monster you have one of two 
choices: either to run away from it as fast as you can, or fight. If you fight, be 
sure and check your health after the battle. When you're wounded, points are 
deducted from your health. They fall to zero; you die. 

Health points are also deducted when you are caught by many of the traps. 

2. WEAPONS, MAGIC & HEALING POTIONS: A weapon’s power will be obvious 
by its name, And, so will a spell’s power. Other magic, such as the Luck 
Charm and the Agility Amulet, will add points to your luck and agility, respec¬ 
tively. When your health points fall low, take a healing salve or potion, in 
order to restore your health. 

3. TREASURES: The deeper the treasure, the more points it will score for you. 
Therefore, you might not want to waste too much time hunting for treasurers 
on the first three or four levels. 


*F3 (Atari = Option key) 

When you press this key, it will display all items you have picked up (one at a 
time) on the top of the screen except for treasurers. The items are Supplies held 
in your magical “bag” which are shown on your Supplies Screen. When you 
begin play, your “bag” (Supplies List) is empty and the F3 (Option) key will 
not function until you pick up a usable item. 

SPELLS To use any spell you have picked up, press the F3 (Option) key until 
the spell you wish to use appears on the top of the screen. Then press the 
fire button and the spell will immediately be used up. Once used, it will no 
longer appear on your Supplies Screen.Therefore, only use them when needed! 
WEAPONS To use any weapon picked up, you must take it out of your “bag” 
in order to use it. To do this you press the F3 (Option) key until the weapon 
you want is shown on the top of the screen, then press the button. The 
weapon will disappear from the top of the screen. It will then appear on the 
Weapons Screen and can be used at any time. Depending on the type of 
weapon, it will be added to the list (such as bows and arrows) or replace 
previous items (i.e., chain armor will replace your leather armor). 

*F7 (Atari = Start key) 

As you move swiftly through each dungeon’s hidden mazes and dangerous 
passageways, you’ll always need to be alert and ready to do battle with any 
nasty creature that may suddenly attack you. In order to fight with your dagger 
or sword, “FIGHT” must appear on the top of the game screen. 

Anytime you press either of the two function keys, for any reason, you must 
press the F7 (Start) key again in order to use your weapons. Otherwise, you 
will be unarmed. If you have more than one weapon on your Weapon Screen, 
you must use the F7 (Start) key to choose between weapons. If “FIGHT’’ is listed, 
then you may swing your dagger or sword. To select your bow and arrows press 
the F7 (Start) key a second time. If you have magic arrows press the F7 (Start) 
key a third time to select this weapon. To utilize any weapon, press the fire 
button for each arrow shot or swing of the sword. Be certain you are facing in 
the right direction! Move away from the monster and then use your weapon as 
you walk toward it. The screen will flash red or green depending on who 
struck a hit. Red, when the monster struck you, and green when you’ve struck 
the monster. Various monsters take repeated hits to destroy. 


*F5 (Atari = Select key) 

Pressing this key allows you to scroll through all your choices one at a time. 
Each of those choices is listed below. 

KEYS: You always have the key to each enclosed, visible door in the dungeon 
in your hand ready to use. These doors are shown as dashes within the wall. 

To open a closed, visible door, position your character directly in front of and 
facing the door. Press the F5 (Select) key until the action choice “KEYS” appears 
on the top of the game screen, then press the fire button and the door will open. 
LOCATE TRAP: This action choice reveals invisible traps most often found 
undr treasure chests. When you run into a trap, the type of a trap will appear on 
the top of the game screen and points may be subtracted from your health. 

It is up to you to decide to get a treasure or to avoid it completely when you are 
low on health. The location of a trap may be revealed by pressing the F5 (Select) 
key until “LOCATE TRAP" appears on the top of the game screen, then press 
the fire button. Only one trap will be revealed at a time. 

SEARCH SPELL: This action choice allows you to search a room for secret 
doors.To use your “SEARCH SPELL", press the F5 (Select) key until “SEARCH 
SPELL" appears on the top of the game screen, then press the fire button. 

A door will appear if there was one hidden; if there is none, nothing will occur. 
DROP ITEM: To drop an item from your “bag", press the F5 (Select) key until 
“DROP ITEM” appears at the top of the game screen, then press the fire 
button. Your Supplies Screen will appear with a prompt at the bottom. Pull your 
joystick back until the arrow points to the item you wish to discard, then press 
the fire button. To resume game play, press the fire button again. If you do 
not wish to discard an item, pull your joystick back until the arrow disappears, 
and then press your fire button. This will return you into the dungeon. 

CHECK SUPPLIES: Brings up the Supplies Screen. Press the fire button to 
return into the dungeon. 

CHECK STATUS: Brings up the Status Screen. Press the fire button to return 
into the dungeon. 

CHECK WEAPONS: Brings up the Weapons Screen. Press the fire button to 
return into the dungeon. 

NEXT LEVEL: To go to the next level, press the F5 (Select) until “NEXT LEVEL" 
appears on the top of the game screen. Press the fire button, and a prompt 
“PUSH TO CONFIRM" will appear. If you wish to continue to the next level, 
press the fire button. If you do not wish to go on to the next level, press 
any function key. 


Status Screen: Your health is the 
sum of your three characteristics: 
strength, agility, and luck. During the 
course of play, the computer may award 
Bonus Points to your strength, agility, 
or luck; and in turn, the same number 
of points will be added to your health. 

If a monster or trap wounds you, 
then points will be deducted from your 
health, but not from your character¬ 
istics. If your health falls to zero, you 
lose your current life. Lose 5 lives 
and the game is over. If you wish to 
view this screen during game play, 

press the F5 (Atari = Select) key until “CHECK STATUS” appears on the top 
of the game screen, then press the fire button. 

Weapon Screen: The equipment 
listed is the weapons and armor you 
have in your hands at any given time, 
ready to use. When you start the game, 
you are equipped with only a dagger 
and leather armor. It is essential to 
your survival that, on each level, you 
seek out and pick up all the most 
powerful weapons and armor you can. 

You will need them to survive the even 
greater dangers you will encounter 
on the next level down. To view this 
screen during game play, press the F5 
(Atari = Select) key until “CHECK 
WEAPONS” appears on the top of the 
game screen, then press the fire button. To use your weapons during the game 
you must press the F7 (Atari = Start) key.This will put you in the fight mode, 
ready to battle attacking monsters. 

At the start of the game, and each time you travel from level to level, you 


YOUR EQUIPMENT IS: 
DAGGER 

LEATHER ARMOR 


SELECT A DUNGEON 

< _- 

WEAPON SCREEN 


Score:00000 LevehOl 
Time:99 

YOUR CHARACTERISTICS 
STRENGTH: 3 

AGILITY: 3 

LUCK: 3 

HEALTH: 9 

LIVES: 5 

HIT TRIGGER TO GO ON 


STATUS SCREEN 




Gateway to Apshai 


Enter the world of APSHAI with 
this exciting adventure game. 

The famous Temple of Apshai 
Strategy is the basis of this action- 
packed game. 

GATEWAY TO APSHAI is a real 
test of your skill and wits. Using 
joystick control, you must collect 
all the treasures on each level in 
less than 7 minutes while finding 
your way through complex mazes, 
and avoiding perilous traps. And, 
you only have 5 lives you can lose! 

Successfully complete one 
level, descend to the next, and 
your journey becomes even more 
dangerous. Stay alert! Along the 
way you might find weapons and 


magic that will help you. First, 
conquer Gateway; then you’ll be 
ready for the additional challenge 
of The Temple of Apshai. 

• 8 Challenging Levels 

• 16 Dungeons on each Level 

• Over 50 Rooms per Dungeon 

• JOYSTICK CONTROLLED 

• One Player 


Value-U-Line Software Co., a Division of EPYX, Inc. 
Gateway to Apshai is a trademark of EPYX, Inc. 

Part No. 26100D 
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("FANTASY IN G"] 

OPENING NIGHT 


J he time is 7:30 p.m., a half hour before a 
sold-out concert is scheduled to begin. The 
musicians have taken their places in the orches¬ 
tra pit. The hall is quickly filling with people 
waiting to hear what reviewers are calling 
"among the greatest masterpieces in recetit 
years." Meanwhile , the unassuming and some¬ 
what shy composer watches it all from a seat in 
the fifth row. "Is this really happening?" the 
composer wonders. "Did I really create a mas¬ 
terpiece?" 


THE MUSIC SHOP may not turn you into a 
world-famous composer overnight, but it can 
certainly start you on your way. You can create 
original musical compositions easily and 
quickly by placing musical symbols onto the 
staff on your screen. THE MUSIC SHOP even 
lets you change tempo and sound, as well as 
key and time signatures, in the middle of your 
score. Use the editing features to refine your 
compositions, then save or print them out as 
professional-looking sheet music. THE MUSIC 
SHOP also lets you use your Commodore 64 
as a powerful music synthesizer, controlling 
the sound quality, volume, and tempo. At any 
time you can listen to a few measures or the 
entire score. And with THE MUSIC SHOP'S 
included music selections, you can fiddle to 
your heart's content with the compositions on 
your program disk or just relax and enjoy the 
concert. 

With THE MUSIC SHOP, you don't have to 
know how to read music or play an instrument 
to create and play your own compositions. All 
that's required is a computer, monitor, disk 
drive, and your imagination. 

Who knows? Your compositions might be 
performed to a standing-room-only audience 
before you know it. 
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[GETTING STARTED) 

THE ORCHESTRA TUNES UP 


USING THIS MANUAL WHAT YOU WILL NEED 


THE MUSIC SHOP and this manual are 
designed for both experienced and beginning 
composers (and computer users). 

If you have some music and computer expe¬ 
rience and want to get started right away, you 
may prefer turning directly (after loading the 
program) to Quick Start for Experienced Com¬ 
posers on the separate REFERENCE CARD. 

Those who prefer to proceed through the 
manual will find it organized in the following 
manner: 

THE ORCHESTRA TUNES UP: GETTING 
STARTED tells you what you need to use THE 
MUSIC SHOP and how to load the program. 

INSTRUMENTS READY: HOW TO USE 
THE MUSIC SHOP introduces you to your 
composing tools and to the overall structure of 
the program. Creating Your First Compo¬ 
sition lets you learn the basics of using THE 
MUSIC SHOP while actually writing and 
plaving music. 

THE PERFORMANCE BEGINS: THE MU¬ 
SIC SHOP STEP BY STEP explains how to use 
the program feature by feature. You'll find this 
section useful as either a tutorial or a quick 
reference. 

PROGRAM NOTES: VARIATIONS ON 
THE MAIN THEME includes Basics of Music 
Theory, a section explaining musical symbols 
and terms used in THE MUSIC SHOP; Sound 
and the Commodore 64, which explains the 
details of the program's use of the Commo¬ 
dore's sound synthesizer, and Music Shop Ti¬ 
tles, a list of the music on the program disk. 

The separate REFERENCE CARD lists op¬ 
tional keyboard commands and shortcuts, and 
includes the Quick Start for Experienced Com¬ 
posers. 


‘Commodore 64 
‘disk drive 
‘TV or monitor 

Optional 

‘joystick (NOTE: must be plugged into con¬ 
trol port 2) 

‘data disk (for saving scores) 

‘Commodore VIC-1525 or MPS-801 graph¬ 
ics printer, or any printer/interface-device set¬ 
up that fully emulates the VIC-1525 printer 
(see label on back of box for specifics). 


LOADING INSTRUCTIONS 

1. First make sure your computer, TV set or 
monitor, disk drive, and optional printer (and 
interface device, if you have one) are con¬ 
nected properly and turned on in the required 
order. 

2. Make sure the SHIFT LOCK is not on; 
otherwise the program won't work correctly. 

3. Insert THE MUSIC SHOP disk - label 
side up — into the disk drive and close the 
drive door. 

4. IMPORTANT: LOADING INSTRUC¬ 
TIONS DEPEND ON WHICH PRINTER SET¬ 
UP YOU HAVE. 


If you're using a Commodore VIC-1525 or 
MPS-801 graphics printer (or no printer): 
Type LOAD "MS",8,1 and press RETURN. 

If you're using other printers and interface 
devices listed on the back of THE MUSIC 
SHOP box: Type LOAD "MSP",8,1 and 
press RETURN. 
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[GETTING STARTED] 


5. THE MUSIC SHOP will load in less than 
two minutes. 

6. After loading is completed, the program 
will begin a demonstration mode, loading and 
playing the first 12 scores on the disk, and then 
starting over again. To advance to the next 
score in the demo, press the space bar. 

7. To exit the demo mode and begin using 
the program, press the RUN/STOP key or 
joystick button. NOTE: The computer will not 
respond while the red disk drive light is on. 

8. To restart the demo from the main com¬ 


posing screen, make sure the program disk is in 
the disk drive, then press the COMMODORE 
and D keys at the same time. 

9. NOTE: With THE MUSIC SHOP, you can 
create your own demo! Place your data disk in 
the disk drive and then press the COMMO¬ 
DORE and D keys at the same time. THE MU¬ 
SIC SHOP will load and play in a continuous 
loop up to the first 12 scores saved on the data 
disk. Exit this demo the same way as you do 
the program demo, by pressing the RUN/ 
STOP key or the joystick button. 
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[HOW TO USE THE MUSIC SHOP] 

INSTRUMENTS READY 




a [ 


Toolsill THE MUSIC SHOP 


i f^ra l isail 



notes. At the top of the screen is a menu row, which has three menu boxes 


— the ones labeled Tools, The Music Shop, and Edit — and two status 
boxes — the little ones at the left and right sides. You move the arrow on 
the screen to select features in the program or to place notes and musical 
symbols where you want them. 


COMPOSING TOOLS 


THE MUSIC SHOP may be used with a joystick, the computer key¬ 
board, or a combination of both. Using these tools, you move the arrow 
on the main composing screen to select features and to create your music. 
NOTE: This manual assumes you'll be using a joystick. If you prefer to use 
the keyboard, keep in mind the keyboard instructions below when reading 
about how to perform specific tasks. 

1. Joystick: The joystick controls the arrow's position on the screen. 
NOTE: Make sure the joystick is plugged into control port 2. If it isn't, the 
program won't work correctly. Move the joystick up, down, right, and left 
and watch the arrow move the same way. Once you've positioned the ar¬ 
row where you want it, just press the joystick button to make a selection. 
Be sure to let THE MUSIC SHOP do the work for you: Once you get a feel 
for how the joystick moves the arrow, you'll find that THE MUSIC SHOP 
helps you place your notes by "skipping" forward to the next space. Prac¬ 
tice tapping the joystick, so the arrow moves just one space each time. II 
you use your fingers, rather than your whole hand, it'll be easier. 
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[HOW TO USE THE MUSIC SHOP] 


2. Computer Keyboard: If you prefer, you can use the computer key¬ 
board to do everything in THE MUSIC SHOP. To control the arrow's posi¬ 
tion on the screen, use the cursor keys: fCRSRj and SHIFT fCRSR^ move the 
arrow up or down and CRSR and SHIFT CRSR move it left and right. To 
make a selection just press RETURN. (There are just two places where you 
can't use RETURN: 1) In the Adjust Sound window, you press the F3 key 
to move the sound control slides up, and the F5 key to move them down; 

2) To turn pages, you point the arrow at the Page Box and then press the 
F5 key to go to the next page, or F3 key to go to the previous page.) 

3. Combination Keyboard and Joystick: In THE MUSIC SHOP, there is 
usually more than one way to do something, thanks to the many built-in 
shortcut commands. A full list of keyboard shortcuts is included on the 
REFERENCE CARD and at the back of this manual. Just remember: 
There's no "right" or "wrong" way — do what comes easiest. You may end 
up using only the joystick, only the keyboard, or a combination unique to 
you. 


MENUS, WINDOWS, AND DIALOG BOXES 



In THE MUSIC SHOP, features are listed in "pull-down menus." This 
means you "pull down" each menu before selecting a feature in the pro- 
gram. 

To see the available features, point the arrow up at a menu box. Then 
press the joystick button. Like magic, a list of features appears beneath the 
menu box. 

To select a feature from the menu, move the arrow to the feature you 
want and press the joystick button. As you point to each feature, it will be 
highlighted to let you know it can be selected at that time. 

When you have a menu pulled down, you can move to another menu by 
pointing at that menu box and pressing the joystick button. You can "put 
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[HOW TO USE THE MUSIC SHOP] 


away" a menu by moving the arrow outside the pulled-down menu and 
pressing the joystick button. 
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Windows and Dialog Boxes appear in the middle of the screen when you 
select specific features. Windows contain tools for using the program. For 
example, the Get Notes window shown here includes the tools you'll need 
for writing music. In a window, you make selections by pointing the arrow 
at what you want and pressing the joystick button. To exit a window and 
return to the main screen, either point the arrow at the small "exit box" in 
the upper-left corner of the window or press the RUN/STOP key. 
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Dialog boxes ask for or provide information needed to use the program, 
like the example shown here, which appears on your screen when you 
select Load Score. Other dialog boxes may tell you that you have a prob¬ 
lem (for example, "Printer is not ready") or warn you before you take an 
action (for example, "If you clear' you will lose your current score!") To 
exit a dialog box, either choose a given option (such as LOAD or CAN¬ 
CEL), or press the RUN/STOP key. 
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[HOW TO USE THE MUSIC SHOP] 


CREATING YOUR FIRST COMPOSITION 

Now it's time to flex your fingers, roll up those shirt sleeves, and 
sharpen your composing and listening wits. Discover the magic of THE 
MUSIC SHOP by following the easy steps below. You'll learn how to use 
THE MUSIC SHOP to write music as you add harmony to a tune that 
should be familiar to many of you. Then you'll be able to experiment with 
different sounds as you play that tune, using THE MUSIC SHOP'S music 
synthesizer. 

LOADING MUSIC ON THE SCREEN 

1. Point the arrow at the Title menu (the menu box that currently reads 
THE MUSIC SHOP) and press the joystick button. This pulls down the 
menu and displays several options. 

2. Move the arrow down the menu until the Load Score option is high¬ 
lighted and press the joystick button. A dialog box will appear in the mid¬ 
dle of the screen with a place to enter a title name. 

3. Type TEAPOT on your computer keyboard (you don't have to point 
the arrow — just type) and watch the characters appear in the small box 
under the words “Enter Title." If you make a mistake, you can press the 
DEL key to back up one or more spaces. 

4. When you've finished entering the title, move the arrow so it points at 
LOAD, and press the joystick button. Another dialog box will tell you 
TEAPOT is being loaded, then disappear. You'll see the music for TEAPOT 
appear on the screen in front of you. 

PLAYING MUSIC 

1. Listen to TEAPOT by pointing the arrow at the Music Box in the up¬ 
per-left corner of the screen and pressing the joystick button. The lets 
you know you can turn on the music. 

2. The song will be played all the way to the end, with the arrow point¬ 
ing at each measure as it's played. Does it sound familiar? 

NOTE: When playing scores more than one page long, THE MUSIC 
SHOP will automatically turn to the next page. The Page Box in the upper- 
right corner of the screen shows you what page you're on. You can turn 
pages by pointing at the Page Box and, while pressing the joystick button, 
moving the joystick up (next page) or down (previous page). 

PLACING NOTES ON THE SCREEN 

1. You'll find the notes and musical symbols you need for writing music 
in the Get Notes window. To put the window on the screen, go to the Tools 
menu and select the Get Notes feature. 

2. When the Get Notes window appears on the screen, point the arrow 
at the half note ( ^ ) and press the joystick button. The window will dis¬ 
appear, and the arrow will be carrying a “shadow" version of your note. 
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3. Position the note so it's in the same place as the note marked 1 in the 
picture below. Make sure it's directly under the note on top. By lining up 
notes in columns, you tell THE MUSIC SHOP to play these notes at the 
same time. 

4. When the note is lined up correctly, press the joystick button. Great 
work! You've just written your first note of music and added your first 
harmony. 

5. Continue to add more notes until the music on the screen looks like 
the picture below. 
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6. If you make a mistake and put a note in the wrong place, don't worry. 
It's easy to erase with THE MUSIC SHOP. Just point at the note you want 
to erase, making sure the shadow note is directly on top of the "wrong" 
note (the shadow note will seem to disappear when it's right on top of the 
target note). Then press the joystick button twice (or type E once). When 
you move the arrow away, you'll see that the note has been erased. 

7. When you've finished putting in all the notes, listen to TEAPOT in 
two-part harmony. 

8. Now let's add a third harmony part. Just add the appropriate notes 
until your version of TEAPOT looks like the picture below. 
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[HOW TO USE THE MUSIC SHOP) 


9. Play TEAPOT again, and listen to the three-part harmony that you've 
created. 

10. If you want to take a shortcut, you can hear TEAPOT in three-part 
harmony the easy way: Just load TEAPOT3 on the screen and play this 
ready-made version. 

ADJUSTING THE SOUND 

1. Now you're ready to use THE MUSIC SHOP'S sound synthesizer. 
Select Adjust Sound from the Tools menu. 

2. You'll notice that once the Adjust Sound window is on the screen, the 
appears in the Music Box. This means you can listen to your score as 

you adjust the sound. Just point the arrow at the and press the joystick 
button (or press the F7 key). TEAPOT will continue to play over and over 
as you change the sound. 

3. Move the arrow to the box labeled “Load an Instrument." Point to the 
hollow arrow at the right of "Vl." This stands for Voice One of THE MU¬ 
SIC SHOP'S three-voice music synthesizer. 

4. Press the joystick button to cycle through the 16 different instruments 
or sounds included in THE MUSIC SHOP. You can watch the slides and 
switches in the other section of the Adjust Sound window alter as you 
change instruments, and listen to the accompanying changes in sound. 

5. Stop at the instrument or sound you want. Then repeat the process 
for Voices Two and Three (“V2" and “V3"). 

6. You can also change the sound by pointing the arrow at the boxes 
under the words “Presets" and pressing the joystick button to change from 
one box (and preset sound) to another. 

7. If you feel adventurous, experiment with the other features you see in 
the Adjust Sound window. To make the slides go up and down, just point 
at the black slide, and push the joystick up or down while holding down 
the joystick button. HINT: Try the tempo (“Tp") and volume (“Vo") con¬ 
trols first; they're the easiest to understand. 

8. If you get lost, or just want to get back to where you started, type R 
to restore the original MUSIC SHOP sound presets. 

9. To stop TEAPOT playing, point at the and press the joystick but¬ 
ton (or press the F7 key). To get out of the Adjust Sound window and back 
to the main screen, point at the small exit box and press the joystick but¬ 
ton, or press RUN/ STOP. 

SAVING AND PRINTING 

1. Save your score on a data disk first. IMPORTANT! At this point you 
need to remove the program disk and insert the data disk on which you 
want to save your compositions. If you don't already have a formatted 
disk, first select the Format Disk option from the Title menu and follow 
the instructions to format your data disk. 

2. Select Save Score from the Title menu. 

3. If you want to save this score under a different name, simply erase 
TEAPOT by using the DEL key and type in the new name. 
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4. Now select SAVE and THE MUSIC SHOP will save your song for you 
on your data disk. 

5. To see a list of titles of music on the disk currently in the disk drive, 
select List Titles in the Title menu. You can do this now, and you'll see the 
title of the song you just saved. 

6. Now (if you have one of the printer set-ups suggested for use with 
THE MUSIC SHOP), print the score for TEAPOT. Go to the Title menu 
and select Print Score. 

Congratulations!! You've just mastered the basics of THE MUSIC SHOP 
and started on your new musical adventure. 


PLAYING MUSIC SHOP SCORES 


THE MUSIC SHOP includes a collection of musical scores ready to load 
on the screen, play, and enjoy. To play them, follow these steps: 

1. Select List Titles from the Title menu to see a list of titles of music on 
the disk currently in the disk drive. To cycle through all the titles, point at 
the hollow arrow in the upper-right corner. 

2. Point at the name of the score you want to play (you'll see the title 
highlighted when you point at it). 

3. Then press the joystick button, and the score will be loaded into your 
computer's memory, with the first page appearing on the screen. 

4. To play the score, point at the Music Box in the upper-left corner 
and press the joystick button. 

5. You can change the sound the same way you did on TEAPOT by us¬ 
ing the Adjust Sound window. 

6. HOW TO DO YOUR OWN DEMO: THE MUSIC SHOP also lets 
you create a continuous demo using your own data disk. Place your data 
disk in the disk drive, then press the COMMODORE and D keys at the 
same time. Up to the first 12 scores on the data disk will be loaded and 
played in a loop. Advance to the next score by pressing the space bar; exit 
by pressing the RUN/STOP key or joystick button. 
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THE PERFORMANCE BEGINS 


T 'his section “walks you through" the menus, status boxes, and features 
of THE MUSIC SHOP. You can read straight through, if you want, or 
you can use it as a tutorial to explore each new area of the program, or as 
a quick reference guide. 


MUSIC BOX 


roBi es □□ 

The box at the upper-left corner of the screen is the Music Box. This 
“status" box has three purposes: 

1. It tells you where the arrow is pointing, by staff number and note. For 
example, 1A means the arrow is on the top staff on the page, pointing up 
at an A (The Music Box identifies the line or space just above the tip of the 
arrow). On a treble staff (in double-staff mode), THE MUSIC SHOP lets 
you place notes from the F below the bottom line to the D above the top 
line. On a bass staff (double-staff mode), you can place notes from the A 
below the bottom line to the F above the top line. (The range is larger in 
single-staff mode.) Between staves, the Music Box lets you know when you 
shift from one staff to another. When you're positioning your notes, you 
may want to use the Music Box to help you find the right location. 

2. It lets you play a song from beginning to end. To play your song, 
point the arrow at the Music Box to make the x=r« appear, then push the 
joystick button. The x:r< also appears when you use the Adjust Sound 
window so you can listen to the current page of music continuously while 
fine-tuning the sound. Play the music the same way as above. 

3. It points in the direction of the menus you can use when the arrow is 
at the top of the screen. 
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The next box to the right is the Tools menu. This menu contains features 
for creating or reworking compositions, changing the screen, adjusting the 
sound using THE MUSIC SHOP'S synthesizer, and checking the timing for 
each measure of your piece. 

GET NOTES 

ran rBmwiPP iirefnfiar i rugmi rmn 



What It Does: 

In the Get Notes window, you'll find the notes and other musical sym¬ 
bols you'll need to compose your original scores. (If you don't recognize 
some — or any — of these symbols, no matter. The Basics of Music The¬ 
ory section under PROGRAM NOTES is both a quick refresher for rusty 
veterans and an understandable introduction for novices.) You can open 
the Get Notes window either by pulling down the Tools menu and select¬ 
ing Get Notes, or simply by pressing the Fl key for quick access directly 
from the main screen. 
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[THE MUSIC SHOP STEP BY STEP] 


THE MUSIC SHOP plays up to three notes at a time, so you can place 
up to three notes or rests in the same vertical column; if you try to place a 
fourth note or rest, THE MUSIC SHOP will automatically move the arrow 
to the next space where you can place a note. 

NOTE: If you want two or three notes (or rests) to be played at the same 
time, be sure they line up vertically. Otherwise, THE MUSIC SHOP may 
not play your composition the way you intended it to be played. 
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How To Do It: 

To place notes or symbols on the screen, just follow these steps. 

1. Select a note or symbol by pointing the arrow at the one you want 
and pressing the joystick button. Once you've made your selection, the 
window vanishes, uncovering the main composing screen with the arrow 
holding a “shadow” version of the note or symbol that you selected. 

2. Position your note or symbol by moving the shadow version to where 
you want it on the screen, and then press the joystick button to set it 
down. Surprise! What you see is what you hear: THE MUSIC SHOP plays 
each note as you “drop” it onto the staff. 

3. To repeat the same note or symbol (again, and again, and again ...), 
just move the shadow symbol to the next location you want and set it 
down once more. 

4. If you want a different note or symbol, just return to the Get Notes 
window and make your new selection. 

5. To pick up a note already on the screen, move the arrow until it's 
pointing at the note you want and press the joystick button. When you 
move the arrow again, you'll see that it's carrying a shadow version of the 
new note. This will work whether or not you're carrying another note on 
your arrow; just make sure that you place the shadow note directly on top 
of the new note you want to pick up before pressing the joystick button 
(the shadow note will seem to disappear when it's right on top of another 
note). 

6. To erase a note or symbol, simply move the arrow so that it's pointing 
at what you want to erase, then press the joystick button twice. You can 
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also erase a note or symbol by pointing at it and typing E. And you can 
erase a note or symbol even when you're carrying a shadow note: Just 
place the shadow note on top of the note you want to erase — the shadow 
note should seem to disappear — then press the joystick button twice or 
type E. (You must type E to erase a bar line.) 

7. To place triplets on the screen, first pick up the type of note or rest 
you want to use, then type T to signal the computer that you want to write 
triplets. A shadow "t" will appear next to the note you're carrying to let 
you know you're in triplet mode. When you've finished writing triplets, 
type T again to exit triplet mode (the shadow "t" will disappear). To indi¬ 
cate on the screen where you've written triplets, select the - * • from the Get 
Notes window and place it over the top of each set of triplets. NOTE: This 

is only a visual reminder. To make sure that THE MUSIC SHOP plays 
triplets, you must be in triplet mode when you place the notes on the 
screen. If you pick up a note or rest that is a triplet, the "t" will appear 
with the note, and you will be in triplet mode until you type T again. 

8. You can also use keyboard shortcuts to place some notes and symbols, 
by first positioning the arrow where you want the note or symbol to be 
and then using the shortcut. These keyboard shortcuts will work whether 
or not the arrow is carrying a shadow note or symbol. 

a) To place whole notes down to thirty-second notes on the screen, 
type 1 to 6 (1 for a whole note, 2 for a half note, and so on). 

b) To place whole rests down to thirty-second rests on the screen, type 
SHIFT 1 to 6. 

c) To place a single bar line on the screen, type B. 

d) To place sharp, flat, or natural symbols on the screen, type S for 
sharp, F for flat, and N for natural. 

e) To change the stem direction of the note you're carrying, type U. 
When you enter notes directly from the keyboard, their stem direction will 
be the same as the note you're carrying on the arrow. As long as you're 
carrying a stem-down note, any notes you input from the keyboard will 
also have their stems down. 

f) To change the direction of ties —- and the triplet symbol' 1 \ first 
select these symbols from the Get Notes window, then type U. 

g) To insert a space one note wide, press the INST (SHIFT DEL) key. 

h) To delete a space one note wide, press the DEL key. 
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SETUP SCREEN 
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What It Does: 

The Setup Screen features let you change the way the main screen looks 
by choosing the staff grouping, and the color you want for both the back¬ 
ground and foreground. If you save your composition later, the selections 
you make in the Setup Screen window will be saved along with the music. 
(Just imagine "Greensleeves" in green, or "The Yellow Rose of Texas" in 
yellow ...) In this window, you can also pick a key signature to use as 
you're writing your composition, so you can avoid the time and effort 
involved in placing each sharp or flat individually. 

How To Do It: 

1. To change the staff groupings on the screen, point the arrow at the 
box above the grouping you want and press the joystick button. You can 
use either the single-staff mode or double-staff mode depending on the 
type of music you want to write. THE MUSIC SHOP will always start 
with two double staves (that's the plural of staffs!) when it loads. 

2. To change the clef type, point at the hollow arrow to the left of the 
staff whose clef you want to change and press the joystick button. 

3. To change the background or foreground screen color, point to the 
arrow to the left of "Foreground" or "Background" and cycle through the 
colors until you find the ones you want. 

4. To select a key signature when you're starting a new composition, 
point to the hollow arrow below the words "Key Signature." Press the joy¬ 
stick button to cycle through all the key signatures until you find the one 
you want. The different key signatures will be displayed on the staves in 
the window as you cycle through them. Once you exit the Setup Screen 
window, you can place the key signature on the screen by typing K. The 
selected key signature will be placed at the beginning of each staff (it will 
erase any notes or symbols already entered in that position). 

NOTE: Make sure you leave one space between the last flat or sharp 
symbol in the key signature and the first note following it. That will ensure 
that THE MUSIC SHOP reads the key signature correctly. 
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5. To put your changes into effect, exit the Setup Screen window. 
IMPORTANT: Changing the staff grouping will change your main com¬ 
posing screen: If you already have music written on the screen, you'll lose 
it when you exit the Setup Screen window. 

6. To change key signatures in mid-composition, place a double-bar 
symbol, then enter the new key signature manually by placing the sharp or 
flat symbols in the correct positions on the staff. 

ADJUST SOUND 




THE MUSIC SHOP 
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12345678 
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Load an 
InstruMent 

U ± c> Flute 
M2 c> F lute 
U 3 c> Flute 


What It Does: 

THE MUSIC SHOPs Adjust Sound feature lets you turn your computer 
into a sound synthesizer by giving you control of the Commodore 64's 
sound chip. To listen to the score while you work, just select Adjust 
Sound, and when this window is on the screen, point at the and press 
the joystick button (or press the F7 key). You can stop the music in the 
same way. 

The Commodore 64's sound chip lets you work with three independent 
"voices," labeled VI, V2, and V3 on this screen. With these three voices, 
you can play up to three notes at any one time (voice one plays the first or 
top note on the staff; voice two the second or middle note; voice three the 
bottom or third note). This gives you the option of adjusting each voice 
separately, producing an amazing number of sound variations. 

You can open the Adjust Sound window either by pulling down the 
Tools menu, or simply by pressing the F2 (SHIFT Fl) key for quick access 
directly from the main screen. 

How To Do It: 

You can use the Adjust Sound window in two ways: You can use it to 
select the wide variety of preset or instrument sounds included in THE 
MUSIC SHOP or you can create your own, unique, customized effects by 
directly setting the sound controls. If this window looks a little complex, 
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[THE MUSIC SHOP STEP BY STEP] 


you might want to start by using the program's "Load An Instrument" or 
"Presets" features, explained below. 

Slides and Switches: You're in Control 

You can select the sound for each of the three voices by using the con¬ 
trols in the Adjust Sound window. You control these sound functions with 
either a slide -==- or a switch. ■□□□ 



A slide works just like a slide control on a stereo set, and has a range of 
0 to 15. To change a slide, point to it, and, while holding down the joystick 
button, move the joystick in the direction you want the slide to move. 
(Remember that if you're using keyboard controls, you point the arrow at 
the slide, then use F3 and F5 keys to move the slide.) 

A switch is like a light switch, and can be either on or off. A switch is 
on if it's a solid, dark color. To turn a switch off or on, point to it and 
press the joystick button. 

Load An Instrument: Create Your Own Orchestra 

THE MUSIC SHOP gives you a selection of 16 different instrument and 
other sounds that you can load into the music synthesizer. Just point at the 
hollow arrow next to the voice you want to change and press the joystick 
button to cycle through your choices. You'll see the synthesizer slides and 
switches change as you move from instrument to instrument. NOTE: This 
feature simply lets you LOAD an instrument sound into the synthesizer. If 
you alter the synthesizer settings on your own after you load the instru¬ 
ment, the instrument name will not change, although you may have 
changed the sound dramatically. 

Presets: What an Earful! 

You can also pick a complete "sound" for all three voices, if you 
wish, by using the Preset selection switch boxes above the "Load An In¬ 
strument" section. THE MUSIC SHOP includes eight program presets: 

Each time you start to write a new piece, these are the preset sounds you'll 
find in the Adjust Sound window. You can alter the sound in any or all of 
these presets by first selecting that preset, then loading instruments or 
changing the synthesizer controls yourself. When you save your score, 
your customized presets will be saved along with the score. 

If you get lost or don't like the sounds you've created, you can always 
restore the original program presets by typing R when you're in the Adjust 
Sound window. 

Changing Sounds Midway: Slow, Fast, Slow 

THE MUSIC SHOP gives you the flexibility of using the presets to 
switch sound, tempo, and volume once or many times in a composition. 
You can play one section slowly and softly; the next can be loud and bois¬ 
terous, the next back to slow and soft, and so on. 

First adjust the sound the way you want in each preset. Then point the 
arrow at the beginning of the measure (either right above or right below 
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the staff) where you want a specific preset sound to begin and press the 
COMMODORE key plus the number of the preset you want to use (for 
example, COMMODORE 2). That preset number will appear inside a 
small box on the screen. When you want to change the sound, repeat the 
process, typing in a new preset number. NOTE: Make sure you are point¬ 
ing at the staff you want before typing in the preset: Check the Music Box 
to make sure it's indicating the right staff number. If you need to change 
the position of the sound preset number, you can erase the preset numbers 
in the same manner as you do notes and symbols. 

NOTE: For a detailed description of how the sound synthesizer works 
and further explanation of the terms below, turn to SOUND AND THE 
COMMODORE 64. 


Envelope: Not The Mailing Kind 

Each sound has a specific shape, or "envelope," that determines the way 
the sound begins and ends. To control the way a sound builds up, holds 
on, and dies away, adjust the ADSR slides for the voice you want to 
change. 


A - Attack 
D - Decay 

S - Sustain 

R - Release 


Time it takes for a note to reach its peak 

Time it takes for note to fall from peak to sustain 

level 

Volume level at which a note will remain after the 
decay 

Time it takes for a note to fall to zero volume 


Waveform: The Listening Kind 

Different soundwaves have different waveforms; these waveforms have 
distinct shapes and determine the quality of the sound you hear. To control 
the type of sound for each voice, turn the TSPN switches on or off. 


T - Triangle 
S - Sawtooth 
P - Pulse 

N - Noise 


Pleasant mellow sound, like a flute 
Brassy sound, like a trumpet or saxaphone 
Reedy nasal sound, like an oboe: Varied by adjust¬ 
ing pulse width (see below) 

White noise, or percussion-like sound 


Control Register: Now for the Real Fun 

These controls let you turn any voice off or on, or change the tone qual¬ 
ity of a sound by combining two waveforms. 


G 

S 

R 

V 


Gate 

Sync 

Ring Modulation - 
Vibrato 


Turns any voice on or off 
Synchronizes the pitch of two voices 
Produces metallic or bell-like tones 
Produces a waving effect for any selected voice 


NOTE ON SYNC AND RING: The voices are combined in the following 
manner: 


Voice 1 

with 

Voice 3 

Voice 2 

with 

Voice 1 

Voice 3 

with 

Voice 2 


For Ring, the voice in the first column must be a Triangle waveform. 
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NOTE ON VIBRATO: To use vibrato, turn on switch for each voice you wish 
to have vibrato and set the intensity using the Vi slide. 

Pulse Width: Narrow to Wide 

These controls are used to adjust the width of the pulse, when the P — 
pulse — waveform is chosen (see Waveform section above). Pulse width is 
set using the CMS slides. (If you don't set a pulse width, you won't hear 
any sound.) 

c - Coarse - Allows for large-scale adjustments 

m - Medium - Allows for moderate adjustments 

f - Fine - Allows for small-scale adjustments 

Filter: Coarse to Fine 

Filters are used to determine the overall tone quality of a sound. When¬ 
ever you switch on the filter switch, you must also adjust the filter. Filter¬ 
ing the sound lets you adjust the timbre or tone coloration for each voice 
by cutting out specific frequencies using either a low-pass, band-pass or 
high-pass filter. 


F 

- Filter 

- Turns on filter 

c 

- Coarse 

- Allows for large-scale adjustments 

m 

- Medium 

- Allows for moderate adjustments 

f 

- Fine 

- Allows for small-scale adjustments 

R 

- Resonance 

- Emphasizes the strength of the filter 

L 

- Low'-Pass filter 

- Allows low frequencies to pass through filter; 
medium and high frequencies are filtered out 

B 

- Band-Pass filter 

- Allows medium frequencies to pass through filter: 
low and high frequencies are filtered out 

H 

- High-Pass filter 

- Allows high frequencies to pass through filter; low 
and medium frequencies are filtered out 


Tempo, Volume and Vibrato: To Fit The Mood 

These controls are the simplest to understand: They control the tempo of 
the notes, the volume at which the music is played, and the intensity of the 
vibrato. 

Tp - Tempo 
Vo - Volume 
Vi - Vibrato 

VERIFY TIMING 

What It Does: 

The Verify Timing feature lets you check to see if you have the correct 
number of beats in each measure for the time signature you are using. You 
can begin checking at the beginning of the piece or anywhere in the mid¬ 
dle. (If you haven't placed a time signature on the screen, THE MUSIC 
SHOP assumes you are using A time.) 


- Controls the tempo 

- Controls the volume 

- Controls the intensity (speed) of the vibrato. (Vi¬ 
brato is turned on by selecting the V switch in the 
G5RV control register, explained above.) 
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How To Do It: 

1. Once you select Verify Timing, a V appears at the arrow. You can 
also select the Verify Timing mode by typing V. Move the arrow to the 
position where you want to begin checking your timing. 

2. Press the joystick button. If THE MUSIC SHOP finds too many or 
too few beats in a measure, it will stop at that measure. 

3. To continue to verify, move the arrow to the next measure and type V 
to enter the Verify Timing mode again. 

4. The Verify Timing feature is intended to help you write music with 
the right number of beats per measure. However, THE MUSIC SHOP will 
still play your music even if you don't have the timing just right. 

TITLE 



The Title menu lets you create titles for your musical scores, save them 
to and retrieve them from a formatted data disk, look at a directory, or 
list, of titles on either the program disk or your data disk, and format a 
data disk. From this menu, you can also print your entire score or just the 
current page, erase your score (or the current page), and exit from the 
program. (To delete a score from your data disk, refer to your disk drive 
manual for instructions.) 

We call this menu the Title menu because this is where you'll see the 
titles of your scores. You won't ever see the word "Title" in this menu box, 
however. When the program first loads, you'll see the words The Music 
Shop. This will change as soon as you enter the title for the composition 
you're starting to work on, or load an already written score onto 
the screen. 

LOAD SCORE 

What It Does: 

This menu item lets you load a score onto the screen from either your 
data disk or from THE MUSIC SHOP'S program disk. You can also load a 
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score directly from the List Titles feature, which is handy when you want 
to see the list of titles on your disk before loading one. (See instructions for 
using that feature below under List Titles.) 

How To Do It: 

1. Select Load Score from the menu and a box will appear on the screen. 

2. Type in the name of the score you want to load. You'll see the score 
name appear in the box underneath the words "Enter Title." If there's 
already a score name written in, you can erase it, if necessary, by using the 
DEL key. Then type in the new title. 

3. Point the arrow at Load and then press the joystick button. If you 
change your mind, activate Cancel. 

SAVE SCORE 

What It Does: 

This feature lets you save your scores to a formatted data disk. You can 
also save scores that you load from the program disk onto your data disk. 
(To safeguard the program disk, you can't save scores to THE MUSIC 
SHOP'S program disk). 

IMPORTANT: To save your score, you need a separate formatted disk. 

If you haven't already formatted a disk, you need to select the Format Disk 
option in the Title menu first, and follow the instructions for formatting 
your disk. Then you can come back and select the Save Score feature and 
save your score. (To delete a score from your data disk, refer to your disk 
drive manual for instructions.) 

How To Do It: 

1. Place your formatted data disk into the disk drive, if you haven't 
already done so. (It's generally a good idea to remove your program disk 
as soon as the program is loaded, unless you want to hear the demo, or 
load a score or scores from the program disk.) 

2. Erase the old file name, if necessary, and type in the name of the file 
you want to save. 

3. Point to Save and press the joystick button. 

4. If you already have a score with that name on your data disk, THE 
MUSIC SHOP will ask you if you want to replace your old score with the 
current one. If you do, just point to OK and press the joystick button. If 
you want to change the score name so you can keep both scores, activate 
No. You then have to select the Save Score option again, and type in the 
new name you want to use for your score. 

LIST TITLES 

What It Does: 

This feature lets you see all the titles of the scores on your current disk 
— either your data disk or the program disk. It also lets you load a score 
directly without going to the Load Score feature. Since you must type in 
the exact spelling of score names whenever you load or save scores, this 
feature is useful for reference and quick access to scores. 
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How To Do It: 

1. To see the list of titles on the current disk, select this feature from the 
Title menu. You can scroll through all the titles on the disk by pointing at 
the hollow arrow in the upper-right corner of the window. After the last 
title, you'll start at the beginning of the list again. 

2. To load a score directly from this window, highlight the title you want 
by pointing the arrow at it. Then press the joystick button, and the score 
will be loaded onto the screen. 

ENTER TITLE 

What It Does: 

This feature lets you create a title for a new score or change the title of a 
score already on the screen. Whenever you create a new title, this title 
replaces the one currently listed in the Title box. 

If you want to write and save more than one version of your score, just 
give each version a different title (for example, "My Song 1", "My Song 2", 
or "My Song A", "My Song B"). You can then save each version, title 
by title. 

How To Do It: 

1. Type in the title you want. 

2. Select OK and press the joystick button to confirm your choice or 
Cancel if you change your mind. 

FORMAT DISK 

What It Does: 

This feature lets you prepare a data disk to use for saving the scores you 
write or rewrite in THE MUSIC SHOP. 

How To Do It: 

1. Select the Format Disk option from the Title menu. Insert the disk 
you want to format in your disk drive. (If you've used the disk before, 
remember that when you format it, you'll lose any information that had 
been stored on it. If you want to cancel the whole process at this point, 
point at Cancel and press the joystick button. 

2. If you want to go ahead and format your disk, point the arrow at 
Format and press the joystick button. THE MUSIC SHOP will format your 
data disk for you. 

PRINT PAGE 

What It Does: 

THE MUSIC SHOP gives you the option of printing either a page at a 
time or an entire score. The Print Page feature prints the single page of 
music that is on your screen. 

NOTE: You must have one of the printers or printer/interface device 
combinations listed on THE MUSIC SHOP box in order for this function 
to work. 
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How To Do It: 

1. IMPORTANT! Before printing, always save your score first so that 
you won't lose it if any problems occur. 

2. Select Print Page and then press the joystick button to start printing. 

3. Press the RUN/STOP key at any time to stop printing. 

4. If you see the message "Printer is not ready" or if nothing seems to be 
happening, then your printer may not be connected properly or on-line. 
Follow the instructions that come with your printer (and interface device, 
if you have one) to make sure you are connecting your system correctly 
and are turning on the disk drive, computer, and printer in the correct 
order. This can make the difference between printing and not printing! 

5. If you get stuck, reload the program. 

PRINT SCORE 

What It Does: 

This feature prints your score from the current page to the last page 
where it finds any notes, producing three screens per printed page. In the 
double-staff mode, this means you'll have six double staves per printed 
page; in the single-staff mode, you'll have nine single staves per page. If 
you want the entire score to be printed, be sure you're on page 1 before 
selecting Print Score. 

How To Do It: 

1. IMPORTANT! Before printing, always save your score first so that 
you won't lose it if any problems occur. 

2. Select Print Score and press the button. 

3. Press the RUN/STOP key at any time to stop printing. 

4. If you see the message "Printer is not ready" or if nothing seems to be 
happening, then your printer may not be connected properly or on-line. 
Follow the instructions that come with your printer (and interface device, 
if you have one) to make sure you are connecting your system correctly 
and are turning on the disk drive, computer and printer in the correct 
order. 

5. If you get stuck, reload the program. 

CLEAR PAGE 


What It Does: 

The Clear Page feature lets you erase the single page of music that's on 
your screen. 

How To Do It: 

1. To clear a page, just select Clear Page and press the button. 

2. IMPORTANT: If you clear the page and realize immediately that 
you've made a terrible mistake, it's okay. You can restore the page you've 
just cleared by going to the Edit menu, and selecting Undo. The lost page 
will reappear on your screen (phew!). 
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CLEAR SCORE 

What It Does: 

The Clear Score feature clears your entire score, not just the page of 
music currently on the screen. Unlike the Clear Page feature. Clear Score 
warns you that you'll LOSE YOUR CURRENT SCORE if you choose this 
feature. Heed this warning because you can't Undo this action, as you can 
with Clear Page. Remember: Once you clear the score, it's bye, bye, birdie. 
Of course, if you saved your score to disk before clearing, it remains intact 
on the disk. 

How To Do It: 

1. Select the Clear Score feature and press the joystick button. 

2. Point the arrow at OK if you want to go ahead and clear the entire 
score (or point at Cancel and press the button if you want to cancel the 
process and return to the main composing screen). 

QUIT 

What It Does: 

This lets you exit THE MUSIC SHOP altogether, first warning you that 
any score you were working on will be lost. 

How To Do It: 

1. Be sure you've saved your score first if you don't want to lose it. 

2. Select Quit and push the joystick button. 

3. Point at OK and press the joystick button if you want to exit the pro¬ 
gram (or point at Cancel and press the button if you want to return to the 
main composing screen). 


EDIT 
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THE MUSIC SHOP'S Edit menu lets you easily rewrite and polish your 
scores by providing you with editing features similar to those used in many 
word-processing programs. After first capturing a specific section of music 
on your screen, you can then move that section to another part of your 
score, duplicate it in another part of your score, or erase it altogether. 

CAPTURE 



What It Does: 

The Capture feature allows you to mark an area on the screen for edit¬ 
ing. Once you've captured a specific section of music, you can then cut , cut 
and paste , copy and paste, or clear (erase) that section. Remember: You 
must capture an area first before using those editing options. THE MUSIC 
SHOP lets you capture a “slice" of one staff in single-staff mode, or of a 
double staff in double-staff mode. 

How To Do It: 

1. Once you select Capture, the arrow will be carrying a small dashed 
vertical line. Move the arrow to the beginning or end of the section you 
want to mark and then press the joystick button. A vertical dashed line the 
length of a staff will appear at that point on the screen. 

2. Now move the arrow to the left or right. The dashed line will expand 
into a dashed-line box that lets you surround the section you want to 
mark. 

3. Press the joystick button when you've surrounded the desired section. 
The Edit menu will automatically be pulled down to let you choose your 
next action. 

4. If you change your mind at any time and want to capture a different 
section of music, just go back to the Edit menu and select Capture again. 

5. To move immediately to Capture mode, type C and the dashed line 
will appear on your arrow. Then, go ahead to capture the area you want. 
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CUT 



What It Does: 

The Cut feature lets you cut a section of music on the screen, moving 
remaining notes on the staff over to fill the empty space left by your cut. It 
also lets you cut a section of music and paste it elsewhere in your composi¬ 
tion — either on the current page, or another page. 

How To Do It: 

1. To cut a section that you've captured, simply choose the Cut feature 
from the Edit menu. The notes and symbols in the area that you have cap¬ 
tured will disappear and those remaining on the staff will move to the left 
to fill the gap (notes will not move up from the staff below, or "wrap," 
however). 

2. If you decide that you didn't want to cut this section after all, don't 
panic. Go back to the Edit menu and select Undo. The section you cut will 
reappear on the screen. 

3. If you want to cut a section and paste it elsewhere in your composi¬ 
tion, first select Cut as described in step 1. Go back to the Edit menu and 
select Paste, and then follow the instructions in the Paste section. 
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COPY 
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What It Does: 

The Copy feature lets you copy a section of music that you've captured 
and paste it elsewhere in your composition, without cutting the section of 
music originally captured. 

How To Do It: 

1. After you've captured the section you want, select Copy from the Edit 
menu. The computer will place an exact copy of this section onto the "in¬ 
visible clipboard" in its memory. 

2. Go back to the Edit menu and select Paste, and then follow the in¬ 
structions in the Paste section. 

CLEAR 

What It Does: 

The Clear feature erases the section of music you've captured, leaving 
the space empty (not moving the remaining notes on the staff to the left). 

How To Do It: 

1. Once you've captured the section you want, select Clear from the Edit 
menu to erase this section. 

2. If you decide you didn't want to clear this section, select Undo from 
the Edit menu. The section you cleared will reappear on the screen. 

3. You can also paste a section you cleared. Go back to the Edit menu 
and select Paste, and then follow the instructions in the Paste section. 

PASTE 

What It Does: 

The Paste feature lets you "paste" onto the screen the section of music 
that has been placed on the computer's "invisible clipboard" by first cap- 
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turing it and then cutting , copying, or clearing it. You can't select the Paste 
option until you have first captured the section you want, then either cut, 
copied, or cleared it. 

How To Do It: 

1. After first capturing a section of your score, and then selecting either 
cut, copy, or clear, return to the Edit menu and select Paste. (You can also 
type P to put yourself in Paste mode.) 

2. A little paste brush that looks like this [J> will appear on your arrow 
to let you know whenever you're in Paste mode. 

3. Move the to the position where you want to paste the section that 
you've already put on the computer's "invisible clipboard" and press the 
joystick button. 

4. If there isn't enough room, you'll hear a beep. Just move the arrow 
until you have enough room, then try again. 

5. To turn pages while in the Paste mode, press F5 for the next page, F3 
for the previous page. 

6. To get out of Paste mode, press the RUN/STOP key. 

7. Once you've captured and then cut, copied , or cleared a section of 
music, you can continue to paste it without starting from the beginning 
again by recapturing the section. Just select Paste (or type P), then move 
the to the new position and press the joystick button. 

UNDO 

What It Does: 

The Undo feature lets you "undo" the last editing step you took in the 
program. For example, you have the opportunity to bring back a section of 
music you just erased or remove a section you've just pasted onto the 
score. The Undo feature also restores a page that you've just cleared using 
the Clear Page feature under the Title menu. 

How To Do It: 

1. If you want to bring back a section you just cut, go to the Edit menu 
and select Undo. The cut section will reappear on your screen. 

2. If you want to remove a section you've just pasted down, follow the 
same steps. The section will disappear from your screen. 

3. The same process should be followed to restore an entire page cleared 
using the Clear Page feature. 
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PAGE BOX 



The box in the upper-right corner is the Page Box. It shows you what 
page of your score is currently appearing on the screen. As you play your 
score, it changes as THE MUSIC SHOP automatically turns pages for you. 
You can also turn pages manually using the Page Box. 

1. If you're using a joystick, you can turn to the next page by pointing 
the arrow at the Page Box, and while pressing the button, moving the joy¬ 
stick in an up position. To turn to the previous page, move the joystick in 
a down position (while pressing the button). 

2. Using the keyboard, turn to the previous page by pressing the F3 key; 
turn to the next page by pressing the F5 key. 

THE MUSIC SHOP lets you write a maximum of 20 pages per score if 
you have double staves (plural for staff) on the screen, and 13 pages per 
score if you have single staves on the screen. You can divide longer pieces 
into separate movements — writing, saving, loading and playing them 
under separate titles. 



29 









(VARIATIONS ON THE MAIN THEMEj 

PROGRAM NOTES 


I 


IToolsMI RUSSIAN DftHC E 


I faST 





h 

L—^ + -—— 

" w . s.. 

L4* - * 

-.' 

£. ty.. 



riTTP': i. a a — » 

i p i ft rr vt 

EZ1A l n_ m .. m w : J* 

ML A M W rv P 




|-4— f. . 

pfi g ^—=1 


BASICS OF MUSIC THEORY 


his section presents the most basic elements of music theory. If you 
don't understand some of the symbols in the Get Notes window, just 
look them up here. Or use this section to jog your memory if you studied 
piano once upon a time and just need a little brushing up. Even if you're 
an experienced composer or musician, you'll find this section a good guide 
to all the possibilities of composing and editing music with THE MUSIC 
SHOP. 

The entries are not organized alphabetically; instead, this section begins 
with the most basic elements and works up to more advanced ones. It's 
short enough so if you need help with just one item, you can find it easily. 


STAFF 

Music is written on a five-line staff, with four spaces in between. 


CLEFS 

At the beginning of each staff in THE MUSIC SHOP is one of two kinds 
of clefs, a treble clef or a bass clef. The pitch of notes depends on which 
clef is being used. The bass clef is used when depicting lower notes; the 
treble for higher notes. In THE MUSIC SHOP, you use the Setup Screen 
window to select between double- or single-staff modes, and to choose any 
combination of treble and bass clefs that you want. 
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TREBLE CLEF AND STAFF , 

The treble clef looks like this . A staff with a treble clef is called a tre¬ 
ble staff. It's where high notes are placed. THE MUSIC SHOP lets you 
write from the F below the bottom line on the treble staff to the D above 
the top line (double-staff mode; single-staff range is larger). 



BASS CLEF AND STAFF 

The bass clef looks like this 9 . A staff with a bass clef is called a bass 
staff. Low notes are placed on the bass staff. THE MUSIC SHOP lets you 
write from the A below the bottom line in the base staff to the F above the 
top line (double-staff mode; single-staff range is larger). 



THE GRAND STAFF 

A notational device used in music theory to explain the relation between 
the treble staff and bass staff. The two staves (plural for staff!) are close 
together with extra lines — represented by short "leger" lines — between 
them. The first line below the treble staff and first line above the bass staff 
is where Middle C is written. 





NOTES AND RESTS 

The pitch and duration of single musical sounds are indicated by written 
symbols — called notes — that are placed on a staff. High notes are on the 
higher lines or spaces of the staff, while low notes are placed lower on the 
staff. Each note is assigned a letter name, after the first seven letters in the 
alphabet. 



ABCDE F G A 


A period of silence is indicated by written symbols — called rests — that 
are also placed on a staff. 
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On the top row in the Get Notes window, you'll find different types of 
notes, ranging from a whole note, the longest, to a thirty-second note, the 
shortest. On the second row you'll find different types of rests, ranging 
from a whole rest to a thirty-second rest. You can place these notes and 
rests on the screen by picking them up from the Get Notes window or by 
using the keyboard: Type 1 through 6 to place whole notes through thirty- 
second notes where your arrow is pointing, and SHIFT 1 through 6 to 
place whole rests through thirty-second rests where your arrow is point¬ 
ing. The chart below shows you what each of these notes and rests 
looks like: 


Whole note 
Half note 
Quarter note 
Eighth note 
Sixteenth note 
Thirty-second note 


j 

j 

j 

j< 

) 


Whole rest 
Half rest — 

Quarter rest 
Eighth rest 7 

Sixteenth rest *j 

Thirty-second rest $ 


Each note — and rest — has a specific time relationship with other notes 
and rests. For example: , . 

One whole note is the same as two half notes O = oo 

jjj 


One half note is the same as two quarter notes 
One whole note is the same as four quarter notes o = 


jjjj 


DOTTED NOTES AND RESTS 

In the Get Notes window, you'll also see notes and rests with little dots 
placed right after them. These are called dotted notes and rests, and are 
located on the first and second rows in the window. A dot placed right 
after a note or rest increases the value (duration) of that note or rest by 
one-half the value of the original note. For example: 

One dotted half note is the same as one half note and one quarter note 

j.jj 

One dotted quarter note is the same as one quarter note and one eighth 

no " j.jj' 

One dotted half rest is the same as one half rest and one quarter rest 
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SHARPS, FLATS, AND NATURALS 

In the second row of the Get Notes window, you'll find sharp, flat, and 
natural symbols. These symbols are called accidental signs. 


A sharp sign placed in front of a note raises the note's pitch one-half 
step. On a piano keyboard, for example, this is F $ : 


in 

i nun 


C D 

E F G A B 

c 


A flat b 
step. 


sign placed in front of the note lowers the note's pitch one half 


G? 


1111 

liinr 


COE 

< 

~u 

u. 

c 


A natural tj sign in front of the note tells you the note should not be 
played with either a sharp or flat, or in other words, cancels the effect of a 
sharp or flat. ^ j 


p 


j ini 


MEASURES AND BAR LINES 

Written music is divided into parts equal in time value. These parts are 
called measures. Single bar lines show where measures begin and end. The 
single bar line symbol is just to the right of the ^ in the third row of the Get 
Notes window. | 

DOUBLE BAR LINES 

To the right of the single bar in the Get Notes window are several double 
bars. Different types of double bar lines are used to indicate a major 
change in the middle of a piece, the beginning and end of a piece, and a 
repeat. Here's how the different double bar lines are used: 


Signifies a major change in the score, such as a new key signature. To 
change the key signature in the middle of a piece using THE MUSIC 
SHOP, place the new key signature immediately after the double bar line. 
Be sure to leave an empty column between the key signature and the first 
note of music following the key signature. 11 

Indicates the beginning of the piece or a new section. || 

Indicates the end of the score. 11 


Indicates a repeat. The measures in between the bars are played once and 
then repeated before continuing on to any following measures. 11- -I I 
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LEGER LINES 

As you carry around notes on the screen, you'll notice that short lines cut 
through the notes whenever you take them above or below the staff. These 
lines are called leger lines (sometimes spelled ledger). They make it easier 
to read the position of notes that can't be written within the bounds of the 
staff. 



TIME SIGNATURES 

Measures can contain two, three, four, or more beats, depending on the 
time signature. In THE MUSIC SHOP, you'll find time signatures on the 
third row of the Get Notes window. They look like fractions or double 
numbers, one on top of the other. Time signatures are written after the key 
signature. 

You should always place a time signature at the beginning of your score (if 
you don't, THE MUSIC SHOP assumes you're writing in * time). The top 
number indicates the number of beats in each measure, and the bottom 
number, what kind of note gets one beat. 

For example, in *j time, four beats equal one measure and a quarter note 
gets one beat (4 beats x 1/4 note = 1 measure). In ] time, three beats 
equal one measure and a quarter note gets one beat (3 beats x 1/4 note = 

1 measure). 

When you check for timing errors using the Verify Timing feature, THE 
MUSIC SHOP will use the time signature to determine the number of beats 
that should be in each measure. If you have placed a * time signature at 
the beginning of your piece, THE MUSIC SHOP will help you check that 
each measure has three beats, with the equivalent of one quarter note for 
each beat. 

NOTE STEMS 

You may have noticed that the scores on the program disk contain notes 
with stems going up J and down |* . 

The general rule is that stems should be down for notes on the middle line 
of the staff or higher, and up for notes below the middle line. 
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In practice, though, notes in groups tend to share the same stem direction, 
so they are easier to read. 



And if you are writing two parts on the same staff, notes for the top part 
will usually have their stems up, while the bottom part's notes will have 
their stems down. This makes it easier to read the music and differentiate 
between the two parts. 


$ J J J J | A _ e ? _ , - A— 

w" t r M r 


In THE MUSIC SHOP, all the notes in the Get Notes window have their 
stems up, but it's simple to turn them around, if you want. After picking 
up the desired note in the Get Notes window, just type U and you'll see the 
stem on your shadow note flip down. Type U again, and it'll flip the other 
way. You can also enter stem-down notes directly from the keyboard. First, 
make sure you are carrying a shadow note — any note — on your arrow. 
Turn its stem down as described above. Now, any note you enter from the 
keyboard using the 1 through 6 keys will be written with its stem down. 
(Try it to get the idea). 


TIES 

At the right side of the Get Notes window, you'll see two curved lines that 
look a little like smiles. These are tie signs. A tie is used to connect two 
adjacent notes with the same pitch to indicate that when played, the tone 

sounds like one note. jj 

To tie two notes in THE MUSIC SHOP, select one of the ties in the Get 
Notes window, then place it between the two notes you want to tie to¬ 
gether, making sure it is at the same note position as the two notes you are 
tying (check the MUSIC BOX to be certain). Note: Because symbols can¬ 
not be placed on bar lines you must place the tie either before or after the 
bar line when tying two notes in different measures. 


J i j j— 




m 


You can turn the tie upside down — making it look like a frown — by 
typing U when you are carrying a tie symbol on your arrow. 


INTERVALS 

The distance — or difference in pitch — between two notes is called an 
interval. An interval of two notes played at the same time is called a har- 
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/ 


monic interval. To create harmony that's sweet to the ears, try starting 
with thirds — two notes separated by a space or line. Then fiddle with 
other harmonic intervals to see how they sound. 



OCTAVE 

An octave is an interval of eight notes. For example, from E to the next 
highest or lowest E is an octave. 



E E 


In THE MUSIC SHOP, you can raise a section of music one octave by 
using the "octave-up" sign. Select the & - - from the Get Notes window and 
place it at the beginning of the section you want played an octave higher. 
Then select the - - •> and place it where you want the octave-up section to 
end. When you play the piece, that section of music will sound an octave 
higher (try it to get the idea). The octave-up sign affects the current staff 
only, so you need to place the sign on each staff — including top and bot¬ 
tom in the double-staff mode — if you want the music on both staves to be 
played an octave higher. This symbol makes it easy to represent high notes 
without having to use lots of leger lines, which are both cumbersome and 
hard to read. 

SCALES 

A scale is made up of a succession of notes. The two most common types 
of scales used in Western music are major scales and minor scales, al¬ 
though there are many, many other scales that are used in musical compo¬ 
sition around the world. 

THE MAJOR SCALE 

The major scale consists of eight consecutive tones, with the last note an 
octave higher than the first. You've probably heard the major scale dozens 
of times when you've listened to someone sing "do, re, mi, fa, so, la, ti, 
do" (Hint: pronounced doe, ray, me . . .). 



All the tones, with two exceptions, are separated by whole steps. The pro¬ 
gression goes like this: two whole steps, one half step, three whole steps, 
one half step. 


Major scales can start on any note as long as they follow the required 
whole-step and half-step progression. 
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THE MINOR SCALE 

The minor scale also consists of a succession of eight notes, with the last 
an octave higher than the first. There are two types of minor scales. 

In the Harmonic minor scale, there are half steps between the second and 
third note, the fifth and sixth, and the seventh and eighth. 



In the Melodic minor scale, when moving up the scale, there are half steps 
between the second and third notes, and seventh and eighth notes; when 
moving down the scale, there are half steps between the sixth and fifth 
notes, and third and second notes. 



This is probably more detail than you need, but you can make it into an 
interesting exercise by writing a major scale, and the two types of minor 
scales on THE MUSIC SHOPs screen and listening to the differences in 
their sound (just copy the illustrations above). 

KEY SIGNATURES 

Instead of writing sharps and flats before every note in the score, which 
obviously would be very time consuming, you can indicate at the very 
beginning of a piece any notes you always want to be sharp or flat. You do 
this immediately following the clef symbol by putting sharp or flat signs 
where the notes are ordinarily written on the staff. This is called the key 
signature, and it indicates that the accidentals shown are in effect through¬ 
out the piece unless marked by a natural sign (or unless you change the 
key signature in the middle, of course). 


The key of G has one sharp, so the key 
signature looks like this in treble 
and bass clefs: 


The key of B has two flats, so the key 
signature looks like this in treble 
and bass clefs: 


The key of C has no sharps or flats, so 
there are no marks: 


Here are some examples: 
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RELATIVE MINOR KEY SIGNATURES 

All major keys have a relative minor key that uses the same key signature. 
The key tone of the minor key is three half steps below the key tone of its 
relative major. 


TRIPLETS 

A triplet is a group of three notes played in the time normally allotted to 
two of the same type of notes. 

To create triplets in THE MUSIC SHOP first select the type of note or rest 
you want to use. Before you place it on the screen, type T and you'll see a 
shadow t appear. Now, place your three triplets, one at a time, as you 
would place any other notes or rests. You won't see the shadow "t" on the 
screen, but THE MUSIC SHOP will remember to play those notes or rests 
as triplets. Type T again to stop writing triplets (you'll see the shadow "t" 
disappear). If you pick up a note or rest that is a triplet, the "t" will appear 
with the note, and you will be in triplet mode until you type T. 

To indicate on the screen where you have written triplets, select the triplet 
sign r- 3-^ in the Get Notes window and place it over the three triplets. 
You can listen to the difference in sound by duplicating the following notes 
on your screen and then playing them. 


You can turn the triplet symbol upside down by typing U when your arrow 
is carrying the triplet symbol. 


eb pei M i 1 1 1 


FIRST AND SECOND ENDINGS 

First and second ending symbols allow you to repeat a phrase, with one 
group of measures played the first time, and a different group played the 
second time. 

Place the |±. at the beginning of the first group of measures. Place the 
|2. at the beginning of the second group. 


SOUND AND THE COMMODORE 64 

A CHIP CALLED SID 

You may be wondering why THE MUSIC SHOP can turn the Commo¬ 
dore 64 into such a powerful music synthesizer. The answer is a tiny com¬ 
puter chip in the Commodore 64 called SID, which stands for "Sound 
Interface Device." 

SID is basically an electronic synthesizer that lets you control sound 
independently for three separate voices, called oscillators. For each voice, 
you can program the envelope, waveform selection, add vibrato, or even 
run it through a filter, all of which are described below. Or, you can pro- 
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gram the voices together to get special effects like synchronization. The 
best way to learn how the SID chip works is to select Adjust Sound from 
the Tools menu and experiment with all the features. So adjust your ear¬ 
phones and go for baroque! 

Sound 


Sound is produced whenever a vibrating source (like an instrument or 
your voice) sends air particles into motion, causing air disturbances. These 
air disturbances are called sound waves. 


1 ’tzt* 1 I IK’ivgliil [ 


THE MUSIC SHOP 




□ 


ftdjust Sound 


Envelope 
ADSR ADSR ADSR 



TSPN TSPN TSPN 

GSRU GSRU GSRU 

■□□□ ■□□□ ■□□□ 


Pulse Width 

C Mf C Mf C Mf 



Fi 1T en 

CMfR Tp Uo Ui 



L B H 

□□□ PRESETS 

±23 12345678 

□□□ ■□□□□□□□ 


Load an 
InstruMe n t 

U ± c> Flute 
M 2 c> Flute 
U 3 c> Flute 



The Envelope Generator 
ADSR 


Every sound has a specific shape, called an "envelope," that determines 
the way the sound begins and ends. The Envelope Generator controls this 
shape, which is made up of four different phases: attack, decay, sustain, 
and release. 



Attack — the time it takes for a note to reach its peak volume after be¬ 
ing started. The larger the attack, the greater the time. 


Decay — the time it takes for the note to fall from its peak volume to the 
sustain level. The larger the decay, the greater the time. 
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Sustain — the volume level at which the note will remain until it is re¬ 
leased. The larger the sustain level, the greater the volume. 

Release — the time it takes for the note to fall to zero volume. The larger 
the release, the greater the time. 


When a note is started, the attack phase begins, followed by the decay 
phase. The note stays at the sustain level until the note is stopped, at which 
point the release phase is initiated. 


Waveform 

TSPN 

Different sound waves have different “waveforms." Waveforms have 
distinct shapes and determine the quality of the sound you hear. For exam¬ 
ple, the waveform of a violin looks like this: 




The waveform of chimes looks like this: 



Using THE MUSIC SHOP to turn your Commodore 64 into a music 
synthesizer, you can produce different waveforms for each of the three 
voices. These special waveforms — called triangle, sawtooth, pulse, and 
noise — do not exist in nature, but like waveforms for a violin or chimes, 
each has its own unique tone quality. 

Triangle — waveform with a pleasant, mellow sound, like a flute. 


Sawtooth — waveform with a brassy sound, like a trumpet or saxaphone. 

Pulse — waveform with a reedy, nasal sound like an oboe. The sound is 
varied by adjusting the Pulse Width (see below). 

'juirmnnrLnnmn^njL 


40 


[VARIATIONS ON THE MAIN THEME] 


Noise — waveform with a "white" noise or percussion sound, just as 
suggested by its name. 




Control Register 
GSRV 

The Control Register in the Adjust Sound window lets you control the 
gate, sync, ring, and vibrato. With these four functions, you can combine 
two voices to create a lot of wild and crazy sound effects. 


Gate — the gate switch simply turns any of the three voices on or off. 

For example, if you want to hear only voice 1, you would turn on the gate 
(think of it as opening the gate . . .) for voice 1, and turn it off for voices 2 
and 3. 


Sync and Ring — these types of modulation affect the tone quality or 
timbre of a sound and are created by combining two waveforms. The tone 
quality depends on the frequencies of the two waveforms. Changing the 
pitch of either waveform changes the tone quality. 

Sync modulation produces a wide variety of sounds by synchronizing 
the two frequencies together. Ring modulation produces metallic sounds 
and is used to create bell-like tones. 

For sync and ring modulations the voices are combined as: 

Selected Voice is Combined With 

Voice 1 Voice 3 

Voice 2 Voice 1 

Voice 3 Voice 2 


In order for ring modulation to work, you must use the triangle wave¬ 
form for the selected voice (as in the example above). With sync modula¬ 
tion, you can use any waveform for the selected voice. 

Vibrato — produces a waving effect for any selected voice. If you want a 
voice to have vibrato, turn on the Vibrato switch and set the vibrato rate 
(or intensity) using the Vi slide. 

Pulse Width 
cmf 

The pulse width controls are used for adjustment when you select the 
Pulse waveform — P in TSPN above. You must set the width using the cmf 
controls (coarse, medium, and fine), or you will not hear the voice for 
which you have selected P. 

c — allows for large-scale adjustments 
m — allows for moderate adjustments 
f — allows for small-scale adjustments 
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Filter 

LBH and cmfR 

Most sounds consist of a main frequency and many other frequencies 
called "harmonics" or "overtones," which help to determine the overall tone 
quality of a sound. Different harmonics create different timbres. Changing 
the amount of harmonics present in the sound changes the tone quality of 
the sound. The SID chip provides you with three filters to do this: the low- 
pass (L), band-pass (B), and high-pass (H) filters. 

Low-pass — This filter allows the harmonics below a certain point, 
called the cutoff frequency, to pass through. The harmonics above this 
point are filtered out, or decreased in volume. Low-pass filters produce 
low, full-bodied sounds. 

Band-pass — This filter allows a small group of harmonics surrounding 
the cutoff frequency to pass through. All others are filtered out. Band-pass 
filters produce thin, open sounds. 

High-pass — This filter allows the harmonics above the cutoff frequency 
to pass through. The harmonics below the cutoff point are filtered out. 
High-pass filters produce tinny, buzzy sounds. 


HIGH 






\ww 

\\\w 

.\\\w 



LOW 


LOW-PASS 


BAND-PASS 



Each filter type is selected by using the LBH switches. Any voice can be 
run through the filters by selecting the 1, 2, 3 switch under the slides. You 
set the cutoff frequency by using the cmf controls — coarse, medium, and 
fine — and set the filter's strength with the resonance — R — control, 
c —allows for large-scale adjustments in the frequency 
m— allows for moderate adjustments in the frequency 
f — allows for small-scale adjustments in the frequency 
R— adjusts the strength of the filter; the larger the resonance, the 
sharper the sound. 

NOTE: Any of the filters can be combined to produce different sounds. 
Be sure to set the cutoff frequency when using filters (using the c, m, or f 
controls or a combination) or you won't hear any sound. 


Tempo, Volume, and Vibrato 

These controls let you adjust the speed and volume at which your scores 
are played, and the intensity of the vibrato, if you've decided to use vibrato 
for any of the three voices. 


Tp — controls the tempo or speed of the music 
Vo —controls the volume of the music 

Vi — controls the intensity of the vibrato (The V switch under control 
register GSRV must be on for the desired voice) 
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MUSIC SHOP TITLES 

SONGS ON THE MUSIC SHOP PROGRAM DISK 
Title Author 


1. Invention XIII 

2. Estudio Brillant 

3. Nutcracker 

4. Sugar Plum 

5. Peacherine Rag 

6. Kajun Klog 

7. Minuet in G 

8. Greensleeves 

9. Sonata in C 

10. Fur Elise 

11. Invention VIII 

12. Oogie Boogie 

13. Canon in D 

14. Russian Dance 

15. Prelude 

16. Jesu 

17. Jingle Bells 

18. God Rest You 

19. Silent Night 

20. Deck the Hall 

21. Heard on High 

22. Elephant Trot 

23. Maple Leaf Rag 

24. America 

25. Teapot 

26. Teapot 3 


J.S. Bach 
Francisco Tarrega 
Peter I. Tchaikovsky 
Peter I. Tchaikovsky 
Scott Joplin 
Louis Ewens 
J.S. Bach 
English Carol 
Wolfgang A. Mozart 
Ludwig van Beethoven 
J.S. Bach 
Louis Ewens 
Johann Pachelbel 
Peter I. Tchaikovsky 
J.S. Bach 
J.S. Bach 
John Pierpont 
English Carol 
English Carol 
Traditional 
Christmas Carol 
Louis Ewens 
Scott Joplin 
Traditional 
Children's Song 
Children's Song 


And more . . . 














THE MUSIC SHOP 

LIMITED WARRANTY INFORMATION 


Disk Replacement Policy 

If this disk should fail within 90 days of purchase, please return with 
proof of purchase for prompt FREE replacement. If the disk has been phys¬ 
ically damaged, or after 90 days from date of purchase, please include S5 
for replacement plus $2.50 for postage and handling. 

Printer Compatability 

This program is warranted to work only with the printers and interface devices listed on the 
outside of the package. Broderbund Software. Inc., assumes no responsibility for supporting 
printers and interface devices not listed on the outside of this package. 

Limited Warranty 

This manual and the software described in this manual are sold "AS IS," without warranty 
as to their performance. The entire risk as to the quality and performance of the software is 
assumed by the user. The user, and not the manufacturer, distributor, or retailer, assumes the 
entire cost of all necessary servicing, repair, or correction, and any incidental or consequen¬ 
tial damages. 

However, to the original purchaser only, Broderbund warrants that the medium on which 
the program is recorded shall be free from defects in materials and workmanship under nor¬ 
mal use and service for a period of ninety (90) days from the date of purchase. If during this 
period a defect in the product should occur, the product may be returned to Broderbund or to 
an authorized Broderbund dealer along with proof of purchase, and Broderbund will replace 
or repair the product at Broderbund's option without charge to you. Your sole and exclusive 
remedy in the event of a defect is expressly limited to replacement or repair of the product as 
provided above. 

If failure of the product, in the judgment of Broderbund, resulted from accident, abuse, or 
misapplication of the product, then Broderbund shall have no responsibility to replace or 
repair the product under the above terms. 

Nonetheless, such products (and products that become defective after the ninety-day re¬ 
placement period) may be returned to Broderbund along with $5, plus $2.50 for postage and 
handling, and Broderbund will provide you with a replacement. 

The above warranties for goods are in lieu of all other express warranties, and no implied 
warranties of merchantability and fitness for a particular purpose or any other warranty 
obligation on the part of Broderbund shall last longer than ninety (90) days. Some states do 
not allow limitations on how long an implied warranty lasts, so the above limitation may not 
apply to you. In no event shall Broderbund or anyone else who has been involved in the 
creation and production of this software be liable for indirect, special, or consequential 
damages, such as. but not limited to. loss of anticipated profits or benefits resulting from the 
use of this software, or arising out of any breach of this warranty. Some states do not allow 
the exclusion or limitation of incidental or consequential damages, so the above limitation 
may not apply to you. This warranty gives you specific legal rights, and you may also have 
other rights which vary from state to state. 

? 1984 Broderbund Software, Inc. 

The user of this product shall be entitled to use the product for his/her own use. but shall 
not be entitled to sell or transfer reproductions of the software or manual to other parties in 
any way, nor to rent or lease the product to others without the prior written permission ot 
Broderbund. 
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